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ESSENTIAL TECHNIQUES OF GO 


direct-contact play,which initiates a 
sequence of standard forms by the 
by Takao Matsuda, oth Dan Plays through °8. The strategic aim 
: here is to utilize this strength in 
attacking either °1 or the black group 
Chapter IV: Application of the Direct around °3. When black strengthens °1 
Contact Form with the play at °9, white first plays 
at °10 to protect against a possible 
The direct-contact play is an esse- break through at 016 and then attacks 
ntial technique of Go. The distin-. with °12. 
guishing characteristic of this play In diagram 2 °9 gives black the 
is that it is a forcing play (requires chance to play at “ll. °12 is an im- 
@® response). The direct contact play portant play ( see the subsequent an- 
may be made in either numerically su- alysis) because it forces °17-°19 and 
perior situations, including those po- since white captures °1 with sente, he 
sitions where the direct contact play has the initiative to play elsewhere. 
gives the numerical advantage, or in 
numerically inferior positions. The KLMNOPORST JKLMNOPOQORST 
purpose of this play is to achieve a 
strategic aim by means of direct and 
forcing tactics. | 
This chapter will be devoted to il- 
lustrating examples of applied direct 
contact plays to achieve a wide va- 
riety of strategic aims. 


The Low Point Opening 
The following detailed analysis of 


some of the tactical variations and Diagram 1 Diagram 2 
their strategic implications for a : 

particular joseki will illustrate the hs diagram 3 is wrong as it re- 
value of understanding, rather than sults in turning the stoneat Rle into 
memorizing plays. a meaningless play. In addition the 


Diagram 1 shows a variation of the black corner position is not as stable 
low one span pincer joseki. °4 is a as it appears since a white play at a 
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would be a real threat against these 
stones. a_ 

Diagram 4 is an old variation where 
white simply cuts through with °12. 


This line as played is judged as being 


inadequate by today's standards. The 
following two diagrams are presented 


for comparison to emphasize this point. 
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Diagram 4° 


°3, diagram 5, initiates a direct- 
contact sequence leading to a standard 


joseki. The play through °11 is con- 
sidered as being even for both sides. 
°6 is a unique and the only correct 


play in this type of low second and 
third line situation. The rule for 
black to follow here is to capture the 
stone which is played first, that is 
either °7 or °9. 

The position of diagram 6 follows 
from diagram 5. °l is not considered 
as sound play because it approaches 
too closely to a strong white group. 
In reply to °l white should play a 


pincer attack at a, thereby fully 
utilizing the strength of the white 
group in the corner. °2 is wrong as 


this play merely adds strength to 
strength. Black gains in the exchange 
of plays through °7. Since the final 


NOPQRST J}KLMNOPQRST 


Diagram 6 


Diagram 5 


“°) or the weakness 


position of diagram 6 is the same as 
the position of diagram 4, it may be 
concluded that the old variation of 
diagram 4 is not an adequate line of 
play. 

In diagram 7 °6 differs from the 
variation of diagram 1. °6 threatens 
of the black po- 
°7 completes the 

strengthens this 


sition around °3. 
form around N17 and 
position. °10 can only be played when 
the ladder is favorable for white, 
that is when the stone at °ll cannot 
run out. °12-°14 is correct technique 
°17 completes the corner position and 
also leaves the possibility of a con- 
nection with the group around °3 by a 
play at a. This joseki is an even ex- 
change. 

°7, dia. 8, is played to strengthen 
the stone at R16. White takes advan- 
tage of the weakness sat Ml1/ and cuts 
at this point with °8, thus capturing 
the black stone at N17. This is also 
joseki. 


KL_MNOPQRST 


Ou 


Tree 
dia 


Diagram 7 


°5-°7 variation of diagram 9 is an 
aggressive counter play against °4. 
After °12 the position is even and one 
stone has been captured by each side. 

Diagram 10 shows a variation of the 
low two span pincer joseki. °4-°6 is 
an excellent example of the forceful 
use of the direct-contact play. Al- 
though °4-°6 represents a poor ex- 
change with regard to °3-°5-°7 this 
variation strengthens °2 and allows 
white to play at °8 without having to 
worry about °2. This joseki may only 
be judged in terms of the strategic 
value of °8. Black usually continues 
with a play at either a or b. 


Diagram 8 
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LMNOPQRST KLMNOPQRST The approach at °4, diagram 13, is 
; @ strategic error. Black 5 and 19 are 
both direct’ contact plays which start 
a sequence of plays at both corners. 
When these positions are considered 
separately both variations are joseki 
and are considered even for both sides 
However, when the entire situation is 
analyzed it will be noted that white 
, has fallen into a poor strategic po- 
Diagram 9 Diagram 10 sition due to his low, concentrated 
and restricted position along one side 
Diagram 11 shows a variation of the of the board. 
low three span pincer joseki. °4 is a “1, diagram 14 is a strategic error. 
direct-contact play with the strategic White e, a direct contact play, starts 
aim of establishing a safe white group. a series of plays which punish black 
°6-°8 are must plays. °10 safeguards for his poor play at °l. The line of 
this position. In this diagram, where play through °15, neglecting “1, is a 
the pincer at °3 lacks severity due to standard joseki. However, here the 
its remoteness, black 10 may be played resultant position makes °1 a ridicu- 
elsewhere. If black plays at the lously small extension from the strong 
point of °10 then white should answer wall at °11. The natural extension in 
at band if black should play at ob, this position would be at a. 
then white should play at °10. The 
Closer the pincer is played to °2, 
that is at a or b, the greater becomes 
the need for °10. 
°1-°3, diagram 12 are direct con- 
tact plays. These plays gain strength 
and outside influence in exchange for 
giving black actual territory in the 
corner. One use for this type of out- Diagram 13 
side strength or "wall" is illustrated 
by °5, which is a pincer play against 
the isolated black stone. °4 is a de- 
viation from the basic form. This 
type of one skip jump, to move out 
rapidly, is only possible due to the 
proximity of the edge of the board, 
which protects against any weakness in 
form. 
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Diagram 11 Diagram 12 Diagram 14 
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The direct contact play at °1, dia. 
15 is a normal play:~-Here it is very 
good as it allows black to play at °7 
without having to fear being pressed 
along the side oy a white play at a. 


ABCDEFPGHiJKLMNOPQRS T 


Diagram 15 
°1-°3, diagram 16, is a mis-appli- 
cation of this joseki. The white 


strength and influence in the lower 
right corner is rendered meaningless 
by creating and pushing a stable and 
safe group of black stones toward the 
white wall. 

Diagram 17 shows the correct way 
of handling the position of diagram 16. 
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Diagram 16 Diagram 17 


The Off Point Opening 

*3-°5 corner defense of diagram 18 
is a direct contact play in the off 
point opening. since this variation 
results in a substantial territory for 
black, the approach at °2 should be 
played with discretion, 

Diagram 19 shows another variation 
of this joseki. The territorial gain 
by this maneuver over-rides the con- 
siderations of good form. This par- 
ticular type of play is rarely seen 
in any part of the board other than 
the corner. 
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Diagram 18 Diagram 19 
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FUJISAWA VS HASHIMOTO _ 


In this game Fujisawa 8th Dan had 
the black stones and Hashiimoto 9th Dan 
the white stones. There was a komi of 
4 1/2 points. The comments are by Mr. 
Takagawa. 


Black White Black White 
1 R16 2 Q4n 19 M15 20 Pl4 
3 DI7 4 C15 21 R13n 22 R17n 
5 C4 6 53 23 S17 24 R18n 
T H4 8 E6 25 P13 26 R14n 
9 C7 10 P17 27 Q14 28 Q15 
11 M16 12 El6n 29 Q13 30 R15 
13 E17 14 Fl6n 31 P15 32 S813 
15 G17 16 Nl6n 33 S12 34 S14 
17 N15n18 016 35 Q16 36 P16 
37 014n 38 S16 
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°2. From this play it appears that 
white wishes to prevent black from 
Playing the "Shusaku" opening. (See 
page 52 Vol. 7, No 4 AGJ.) Black how- 


ever, still manages to obtain this po- 
sition by the plays at °3 and °5, 
°12-°14, White's plan is to press 
black into a low position on the upper 
side and develop white. strength in 
the center. 7 
°16 is @ new play. Usually white. 


would either play at P14 or at 016. 
If °1 as shown in figure 1, then °2 
and white may play at °3. Recently © 


this line has been popular. 
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Figure 1 


Figure 2 is similar to the one span 
low pincer joseki. Instead of °2, the 
play at a may also be made, 


Figure 3 is good for black. In 
figure 4 °4 is not a good play while 
black 5 is good. Figure 5 is better 


for white than is figure 4. 
°17-21. This variation is not bad 
for black. 
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LMNOPQRS T 
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Figure 3 
°00-24, With these plays white 
makes safe in the corner. White 38 


ends the fight in this area with a 
territory worth about 23 points, but 
this is not bad for black because of 
the great outside power of the black 
formation. 


LMNOPORS T 


Figure 4 


°26. If instead of this white 
plays at 0-14 black may either tenuki 
or play the line of figure 6. 

°237. The position now is 
to the joseki shown in figure 7. This 
joseki is favorable for black because 
of his outside. strength. 


Figure 5 


similar. 
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Figure 7 


Figure 6— 


Black White Black White 
39 Cl6n 40 D16 53 H7n 54 EQ 
41 Bl7n 42 B16 55 C9 56 G9 
43 C17 44 G16 57 R6 58 J9n 
45 H17 46 Dl4n 59 O3n 60 Q6 
47 D3n 48 E4 61 Q7 62 P6 
49 D5n 50 E5 £463 R3 64 R5n 
51 Den 52 14 65 Q3 66 R7 


°239 and °41 are good plays. 

°46, If white plays elsewhere then 
black 1 of figure 8 is "tesuji". (Te- 
suji may be translated as deft play). 

°47-°49 take the corner and attack 
the white stones. 

°51 would usually be played at D-8. 
However, here because of the strong 


white formation around D-15 the play 
at D-2, which attacks the four white 
stones, is best. 


°53. Correct play. 
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Figure 8 


°58. It is difficult to say if 
this is a good play. If instead of 
this white plays at 0-4, as shown in 
figure 9, then after °2-°4 white 
will not be able to attack the black 
stones around H-7. 
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Figure 9 
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*59-°65. With this sequence of 
plays black takes the corner and it 
looks like an easy game for black. 

°64, White might try the variation 
of figure 10. After °9 black may play 
at either °10 or a and black has the 
better of the position in either case. 
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Figure 10 


Black 
67 Len 68 Mén 
69 M3 70 L3 

71 Ne 72 J3n 
73 L6 
75 Ml 76 H3n 
77 18 78 L10 
79 M9 80 M1O 
81 N9 82 Q8 


Black White 

83 NlOn 84 Ril 
85 R12 86 Clo 
87 B10 =. 88: B9n 
89 BB =s- 90 :DY 

91 a9 92 Cll 
93 J13n 94 J15 
95 L13 96 Hi3 
97 J12 98 H12 
99 Jll 100 K8 


°67 is a very good play. 

°68. If instead of M2 white plays 
at K3, then black could play at He as 
in figure 11. Black canthen connect to 
either side. ee 

°72 is better than a play at Ke. 

°76. If white plays instead at the 
point of °77 black would answer at the 
point of °76 and black does not have 
to worry about these stones. 


ptt tt 
arin 
PYO?7thda 
OOO 


es ake 


Re mH WH FP NM BW ay C OO 
Se WH Ww B MN AW AI GC OO 


Figure ll 


°*83. The count now is approximately 
as follows: Black; upper left corner 
20, lower left corner 20, lower right 
corner 15, for a total of 55 points. 
White; upper right corner 23, right 
side and lower side about 10, for a 
total of about 33 points. Since black 
is about 20 points ahead, white must 
make a territory worth about this much 
on the upper left side. This will be 
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very difficult to do and probably the 
best that white can-do is to make 10 
points in this area... 

°88 is "tesuji". The play at °l 
figure 12 is bad for white as black 


will be able to live easily around Cll. 


°93 is satisfactory ‘when the count 
is considered. If black were behind 
the invasion would have been deeper. 


@) Fills J-8 
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101-165 

Black White Black White 
101 KY 102 L9 135 H16 136 H15 
103 J8 104 K9 137 Q10 138 Qil 
105 M7 106 H8n 139 R1O 140 S11 
107 H1ll 108 J7 141 S10 142 Tle 
109 J6 110 G11 143 Pll 144 P9 
tit GlOn 1i2 F1ll 145 P10 146 M13 
113 H10 .114 F10 147 K15 148 N18n 
115 S4n 116 85 149 Lle 150 Nill 
l1l7 Ee 118 D6 . 151 N17 +152 017 
119 C6 120. J8 153 M17 154 019 
121 H6 Lee K5 155 M19 156 R4 
123 K6 124 Fen LSf 83 158 N4 
125 M18n 126 Mle 159 88 160 N3 
127 J4 128 K3 161 M2 = 162 N8 
129 J16 130 J14 163 M8 164 012 
131 B15. 132 Bl4 165 09 Resigns 
133 Al6. 


134 Bll 


RLROCCDLAAR AACE LEAP 
Go equipment may be purchased from 

The American Go Supply Company, Seven 

Morton Street, New York 14, N.Y. 


°106 is not good. Better would be 
& play at H1O. 

°111 is good. 

°115 is a sente play worth five or 
six points. 

°124 is 
were to play instead at 
play at °1, figure 13, leaves 
with weaknesses at a, b, and c. 

°125. After this white has no hope 
of winning. 

°148. Instead of this white might 
play at °1, figure 14 capturing six 
stones. However, black builds terri-. 
tory on the right so this exchange is 
about even. | | 

°165. After, this white resigned. 
If the game had been played out to the 
end black should have won by about 10. 


important play, If white 
M18, then the 
white 
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Figure 13 
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Figure 14 
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TWO-STONE 


HANDICAP FUSEKI 


By Minoru Kitani, 9th Dan 
Game VII 
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"24 Fills at C17 


°9 is answered by °10 and °12. 

“16 completes a variation frequent- 
ly played in the past 35 years. If 
white omits °15, then figure 1 would 
result. : 
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Figure 1 
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Figure 2 


"17 is played to avoid a black play 
at D17. The presence of °14 and °16 
would make this attack more severe 
than in game VI. . 

"19. An alternate is the line of 
figure 2. This variation is not good 
for white as the situation is created 
where the white stones on the right 
and left interfere with each other's 
movements. Black would be well satis- 
fied to close up against the lower 
right corner by playing at R6. 


ABCODEFGH Jj Kk AG CO DEP GH I EK 


Figure 3 Figure 4 
also consider the line 
of figure 3 and black could turn to 
R6 immediately. Later white might 
play at a followed by black b and. the 
corner would assume a standard shape. 

°20 is a current favorite. | 

°25. The play at °1, figure 4, in- 
stead of C14, would result in a heavy 
formation. °1, figure 5 is not good. 
Black should cut at °2 and °4. If 
white now takes °2, black may play at 
D15 and white .does not have any ko 
threats. 

°26 may also be played as shown in 
figure 6. After °2-white has a form- 
ation with which it will be easy to 
make eyes. iaaend | | 


White might 
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Figure 6 


°27-°29 are 
black 26 and 28. 

°30. Black can be cautious 
simply cut above °27 at F17. | 

°32. Another cautious play would 
be at Gl6. However, black should feel 
safe after °30 and °32 of the diagram. 


standard responses to 


and 
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ne °1, figure 


If white plays at 
7, black escapes with °4. 


°33. Black should have realized 
when he selected the variation of the 
upper left corner that white would 
have sente for R7. 

°34. Black may. also play the line 
of figure 8. .°5 secures the corner 
and black can expect favorable results 
from an attack against the nearby 
white stones. In addition black has 
the possibility of a play at a. If 
white wishes to avoid this possibility 
he should play °33-C8. 

°34,. After this the outstanding 
problems. are the upper right hand cor- 
ner andthe right side. This is shown 
in figure 9. °4 secures the corner 
and white has no other recourse than 
to connect with °5-°7. Usually black 


ABCDEFGHiIJRKLMNOPORS T 


CPA 
KASmmr 


i 
4 


Ee eS RS Re SP KK Ke ESP RS 
Re NO WH BP WN WA «a3 CGO WO OO KR WY WH DB WN AW I CO OO 


ee NY WwW FB WN AW AI OC 


Figure 8 


will have little difficulty from *°2 
and °4 as long as upper side is not 
fully settled since white cannot take 
an aggressive attitude and is forced 
to play meekly as shown. 

The potential white territory in 
the lower right corner is far smaller 
than the black territory in the upper 
left hand corner. Since black does 
not have any threatened groups, this 
is a position which promises an easy 
win for black. 
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Figure 9 
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SACRIFICE STONE TACTICS 


by §KENSAKU SEGOE 9th Dan 


BASIC DIAGRAM 10 : 

The sequence of °1 and °2 may seem 
all right, but actually it is rather 
poor since it leaves the threat of a 
white play at G4. 4 

Diagram 10-A shows the correct play. 
There is no better place for °2. If 
instead black plays the sequence °2-C5, 
°3-B4, °4-B2, °5-B6 he loses the en- 
tire corner. The result of the sac- 
rifice stones is that white has in- 
creased his out side strength and. made 
the invasion at G4 much more difficult. 


ABCODEFGH Jk 
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Basic Diagram 10 Diagram 10-A 


BASIC DIAGRAM.11 


It is white's turn to play and the 
problem is how white may use the dead 
stone at C4. 


=e NY Wo HP WN A «a CO OO 
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Basic Diagram ll Diagram 11-A. 


The variation of Diagram 11-A is 
very unsatisfactory. One of the Go- 
Proverbs is "If you have one stone on 
the third line, add another, then aban- 
don both of them". | 

In Diagram 11-B white plays at “1 
to make this two stones. °3 seems to 
add to the loss, since there is no way 
out for the white stones. However, in 
reality this is a sacrifice stone 
tactical maneuver. 
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Diagram 11-0 


Diagram 11-B 


Diagram 11-C is a continuation of 
the previous diagram and shows how 
white sacrifices the three stones to 
develop tremendous outside influence. 
Black gains about ten points in the 
corner, but white's gain on the out- 
side is much larger as may be seen in 
Diagram 11-D. 

Diagram 11-D shows a variation in 
which black plays at E/7 to break up 
white's outside strength. In this 
black again fails. 
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Diagram 11-D Diagram 11-E 


BASIC DIAGRAM 12 


For black to 
give up the three stones 


would be very poor play. 


simply play at De and 
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Basic Diagram 12 


In Diagram 12-A, by the expenditure 
of an additional stone black can form 
a solid position and still keep sente. 
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* Diagram 12-A - 


territory and has 
even if the white stones escape. 


Diagram 12-B shows up the failure 


of the over extended play at D-3. 


In Diagram 12-C black has gained 
the better of it 
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Diagram 12-8 
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Diagram 12-C 


BASIC DIAGRAM 13 


°1 is played looking for a mistake 
by black, which could allow white to 
build up a wining advantage. Where 
should black play? 

Diagram 13-A is the correct line. 
The sequence through °11 gives black 
sente for the crusher at G4. 

*2 of Diagram 13-B is a common play, 
but this is bad for black as it allows 
white to utilize the stone at F3 ‘in a 
very efficient manner. . 

The variation of Diagram 13-C is 
also bad for black. Here white uses 
sacrifice stone tactics to capture the 
two black stones around E5 and at the 
same time connect up with F3. 
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Basic Diagram 13 


ABCDEFGHJKLMNOPQRST 


Rae RRR 
PUP Ue 
Tem iri et tT TT 


1g 


ABCDEFGHJKLMNOPQRST 


Diagram 13-4 
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BASIC DIAGRAM 14 bovikes 
This is a position from an actual 
game. The problem here is how black 
will connect his stones on the left 
side with his strength, on the lower 
side. The proper choice of a play 
here is real test of black's ability. 
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Diagram 14-A 


In Diagram 14-A the sequence °1-°5 
appears to not only connect black's 
stones, but also build a large sphere 
of influence in the center. However, 
this is not the case as white breaks 
out with °8 and °10. When black tries 
to save the side stones with °11 etc., 
white advances into the center and 
cancels out black's gain here. This 
variation is a failure for black. 


® Fills D-8 
E G K 


A BCDEF GH j.k A BCOD 


XC 15 
OC > EEF 
% 12 
: es 
@ 


Pe NY WwW BP NH AW: ~ay CO 


1 


V 


Diagram 14-B Diagram 14-C 


The knight's play of Diagram. 14-B 
is a plan in connection with the cut 
at °5. After °14 black must worry 
about the , point E-9. This variation 
also fails. 

°1, Diagram 14-C, is correct. °5 
is another sacrifice stone, which en- 
ables black to play F-9 etc. This tis 
s fine sequence, which takes full ad- 


vantage of the position. After wilt 
black has sente and may play the se- 
quence °G-7, °C-5, °H-6, °D-5, °B-10, 


°B-11, and °A-10. This seals up _ the 


outside for black. 
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GO NEWS 


Kaku Takagawa, Sth Dan, who is well 
known to western Go players through 
translations of his excellent books, 
recently continued his extraordinary 
tournament play by capturing the title 
of Honinbo for the ninth time. 


The sixth game in the 1960 Honinbo 
match took place on June 2ed and 23rd. 
After about 17 1/2 hours of actual 
play Takagawa eked out ailil/2 point 
victory to take the match with a score 
of 4-2, | 

This is the 8th time that Takagawa 
has successfully defended the title 


after winning it from Hashimoto in . 


1952. <A record of Takagawa"s Honinbo 
match play is given in the following 
table: 

Year Opponent Takagawa's 

pcore 

1952 Utaro Hashimoto 8th Dan 4-1 
1953 Minoru Kitani 8th Dan 4-2 
1954 Masao Sugiuchi 7th Dan 4-2 
1955 Toshihiro Shimamura 8th D. 4-0 
1956 Toshihiro Shimamura 8th D. 4-2 
1957 Hosai Fujisawa 9th Dan 4-2 
1955 Masao Sugiuchi 8th Dan 4-2 
1959 Minoru Kitani 9th Dan 4-2 
1960 Hideyuki Fujisawa 8th Dan 4-2 


This year Hideyuki Fujisawa was 
the challenger. In order to qualify 
to play against Takagawa, Fujisawa had 
to win the eight man qualifying tourna- 
ment. in this tournament, held in the 
spring of 1960 Fujisawa ended up with 
a 6-1 record losing only the first 
game to Sakata 9th Dan. In that game 
Fujisawa played white with the usual 
komi of 4 1/2 points. It is interesting. 
to note that other ranking players in 


this tournament were Sakata 9th Dan 
with a record of 5-2, Kitani 9th Dan 
with a 4-3 score, Maeda 9th Dan 4-5, 


Yamabe 8th Dan 3-4, and Hashimoto 9th 
Dan 3-4. 

In addition to winning the right to 
play in the Honinbo match, Fujisawa 
also has won the 1960 professional 
player's tournament. In order to win 
this title he defeated the 1959 title 
holder Sakata by a score of 4-l ina 
seven game match. 
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Go enthusiasts will be happy to 
learn that Dr. Edward Lasker's book 
Go and Go-Moku, long out of print, has 
been published in a revised second 
edition by Dover Publications, Inc. 


C. S&S. Shen 5th Dan and winner 
of the 1960 Eastern United 
states Honinbo Match in his 
game with Roger Newlander 3rd 
Dan from Syracuse, New York. 


a 
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Miss Chizu Kobayashi, 5 year old Go 
prodigy, shown in a recent game with 
Mr. Kaku Takagawa 8th Dan and Honinbo 


title holder. Her father Mr. Seigi 
Kobayashi is in the background. Miss- 
Kobayashi, who is rated as end Kyu, 
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took a handicap of nine stones and lost 
by 14 points. Photo was supplied by 
Mr. Matsui and with the kind permission 
of the Editor of "Igo Club" a publica- 
tion of Nippon Kiin. 


